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Short title: Computerised gaming system 

The invention relates to a computer game system for 
Jfpty" a number of human players to play a computer game in which 

^ at least one game object is manipulated in a game area by a 

number of virtual game characters. 
5 Computer game systems where ^everal human players 

play a game with each other are generally known. In such 
systems use is often made of computers which are set up at 
great geographical distance from each other and which are 
linked by means of data communication lines to each other, 

10 and possibly to a central computer system. Each participant 
makes his contribution to the game by way of his own 
computer and therefore has no human contact with the other 
players, in view of the geographical spread of the 
computers. For non-participants in the game, the game is 

15 uninteresting, because of the lack of an overall view of 
the game and the players and their behaviour. 

The object of the invention is to provide a 
computer game system which is ideal for being played in one_ 
area, and is also interesting for non-participants in the 

20 ^game. The invention therefore aims to make the computer 
game much more of a group event than an individual event. 

To that end, the computer game system according to 
the invention is characterized in that it comprises: at 
least one computer or a number of interlinked computers for 
^A"^ 25 controlling the game system; a nu mber of player_ inp_ut units 
linked to said at least one computer, each player input 
unit for at least one of the human players to control at 
least a part of one of the virtual game characters; a 
number of player output units linked to said at least one 

30 computer, each for presenting to one of the human players 
sensory information in a part of the game area in which one 
of the virtual game characters is situated; and visual 
display means for displaying the entire game area, the game 
characters and each game object. 

is Tn <-hP n.r>Tnr>n+t*r aame system according to the 



WO 98/21682 



- 2 - 



PCT/NL97/00599 



invention at least one human player, by way of a player 
input unit operated by said player, con trols a virtual game 
character or game figure, such as a human being, an animal, 
a plant, a robot or the like, or a part thereof, for 
5 example the movement of a body and/or a part of the body 
within a game area which will usually be three-dimensional, 
but can also be substantially two-dimensional, such as a 
playing field. The player input unit possibly comprises a 
computer, and is linked to the computer game system by 
10 wireless means or by a cable which transmits electrical 
signals or optical signals. The human player receives 
information on the current game situation by way of a 
player output unit which presents sensory information such 
as pictures, sounds, tactile information, smells or the 
15 like to the human player. Each human player perceives only 
a part of the game area by way of the player output unit, 
namely the part in which the virtual game character 
controlled by the human player is situated. The visual 
display means incorporated in the computer game system 
20 according to the invention - which display means can 

consist of a flat or curved display screen (substantially 
two-dimensional) , but can also be formed by projection 
means which produce a three-dimensional display - give both 
the participants and the non-participants the opportunity 
25 to follow the events in the entire game area, which makes 
the computer game also interesting in particular for non- 
participants. The visual display means can be linked to a 
video recording system of a television studio, for example 
if the computer game being played is to be broadcast as a 
30 television programme. This makes the computer game 

entertaining for a very large group of television viewers. 

In a preferred embodiment, the player input units 
each comprise a k eyboar d for controlling the virtual game 
characters or a part thereof. In another preferred 
3 5 embodiment, the player input units each comprise a joystick 
for this purpose. A combination of a keyboard and a 
joystick is also possible. A player input unit can also 
comprise at least one sensor which is worn on a part of the 
body of the human player and records the movement thereof, 
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in order to control the movement of the corresponding 
virtual game character. 

The player output units preferably each comprise^a 
visual displa y unit, such as a monitor or g lasses with 
5 display screens worn on the head of a human player, pos- 
sibly also having a sound reproduction unit with one or 
more loudspeakers, for example in the form of a headphone. 
Such player output units can form part of a helmet in which 
a visual display unit for each eye or one for both eyes is 

10 accommodated. 

In a special embodiment, each player input unit 
comprises a camera for recording the face of the human 
player or players belonging to the player input unit, 
provision being made for means for displaying the pictures 

15 taken by the camera by way of said visual display means. 

Displaying the facial expression of the participants in the 
game on the visual display means, such as a large dis play 
screen, in particular is very entertaining for the viewing 
non-participants in the game. The pictures of the facial 

20 expressions of the human players are preferably displayed 
on the display screen outside the game area, for example in 
the form of pictures placed next to each other along the 
edge of the display screen. 

In a preferred embodiment of the computer game 

25 system according to the invention, the game played is a 
competition between two or more teams of game characters, 
such as soccer, American football, hockey, cricket, 
baseball, basketball, volleyball, korfball, hurling, tennis 
doubles, badminton doubles, table tennis doubles etc. It is 

30 possible for the teams to be in the same physical area, but 
this is not essential: different teams can be in different 
geographical places. 

This means that, for example, not only can two or 
more teams at one location play against each other, but 

35 each individually can also play against one or more teams 
at other locations, by linking the computer configuration 
situated at the first location by way of a network to one 
or more computer configurations situated at the other 
locations. If in this case visual display means in the form 
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of a number of display screens are placed at the first- 
mentioned location, said number corresponding to the number 
of teams at said location, the progress of the game between 
each of the teams at said location and the teams in 
5 competition with them at other locations can then be 
followed by non-participants in the game- Of course, 
instead of a number of pictures on different display 
screens, it is also possible to use a single picture on a 
single display screen on which views of the various games 
10 being played are shown in a sequence to be determined by a 
producer . 

If different teams are at different locations, 
essentially all that is necessary is an exchange of 
position data relating to the game characters and the game 
15 object (s) between the respective computer configurations, 
with the result that hardly any time delay occurs and only 
a low load is placed on the network linking the computer 
configurations. 

The invention is explained with reference to the 

20 appended drawing, in which: 

Fig, 1 shows in perspective an overall view of a 

system in use; 

Fig- 2 shows in perspective an embodiment of a 
player input unit and a player output unit; 
25 Fig- 3 shows in perspective a further embodiment of 

a player input unit and a player output unit; and 

Fig- 4 shows in perspective another embodiment of a 
player input unit and a player output unit. 

According to Fig. 1, a screen 8, on which an 
30 overall view of the game area 10 of a computer game is 

presented by means of one or more computers, is set up in a 
area, for example a catering establishment with a bar 2 and 
^ tables 4 at which visitors 6 to the area can consume food 
and/or drinks. All persons present in_t he_room or some of 
3 5 them can see the game area 10 on the screen. A number of 
virtual players 12 in the game area 10 are shown on the 
screen 8 . 

A number of display screens 14 are also set up in 
the area, which display screens are linked by way of a 
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corresponding computer , or directly, to the computer 
displaying the game area 10 on the screen 8. Each display 
screen 14 , on which only part of the game area 10 shown on 
the screen 8 is visible, has a player input unit 16 , such 
5 as a keyboard or a joystick. The player 17 seated in front 
of the display screen 14 can control the movements of a 
virtual player 12 in the game area 10 by means of the 
player input unit 16, in which case the part of the game 
area 10 on which the virtual player 12 belonging to the 

10 display screen 14 concerned is moving is shown on that 

display screen 14. In the case illustrated, the game object 
being manipulated by the virtual players 12 is a ball 18, 
and the game is a game of soccer. 

Fig. 2 shows a player input unit in the form of a 

15 joystick 15 belonging to a display screen 14. 

In Fig. 3 the players 17 are wearing a helmet 19 in 
which a headphone 19a and display screens 19b are inte- 
grated. 

Fig. 4 shows a human player 34 in a room 30 with 

20 suitable lighting 32, the position of the player's body 

being recorded by a camera 3 6 and converted by the computer 
game system linked thereto into a substantially identical 
position of a game character 38 shown on a display screen 
14. The player in this case, as it were, puts himself 

25 completely in the shoes of the virtual game character, but 
without being subject to the risk of injuries from the 
actions of fellow players. 

According to Fig. 1, a camera 20 is fitted on each 
display screen 14, which camera provides a view of the 

30 facial expression of the player 17 sitting in front of the 
display screen 14. The view of the facial expression of 
each of the players 17 is projected into a part 22 of the 
screen 8, so that both the visitors 6 and the players 17 
can see the different facial expressions, in order to 

35 increase the atmosphere of the game. 

In the region where the players 17 are, lighting 
towers 24 are set up, and lights 26 which can be switched 
on selectively can illuminate one or more of the players, 
for example when the virtual player 12 belonging to the 
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human player 17 concerned is in possession of the ball 18. 
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Claims 

1. Computer game system for a number of human players 
to play a computer game in which at least one game object 
is manipulated in a game area by a number of virtual game 
characters , comprising : 

5 at least one computer or a number of interlinked 

computers for controlling the game system; 

a number of player input units linked to said at 
least one computer, each player input unit for at least one 
of the human players to control at least a part of one of 
10 the virtual game characters; 

a number of player output units linked to said at 
least one computer, each for presenting to one of the human 
players sensory information relating to the part of the 
game area in which one of the virtual game characters is 

1 5 s i tua ted ; and 

visual display means for displaying the entire game 
area, the game characters and each game object. 

2. Computer game system according to claim 1, 
characterized in that the player input unit comprises a 

20 keyboard. 

3. Computer game system according to claim 1 or 2 , 
characterized in that the player input unit comprises a 
joystick. 

4. Computer game system according to claim 1, 2 or 3 , 
25 characterized in that the player input unit comprises at 

least one sensor which is worn on a part of the body of the 
human player and records the movement thereof. 

5. Computer game system according to claim 1 or 4 , 
characterized in that the player input unit comprises a 

30 camera which records the position of the human player's 
body. 

6. Computer game system according to any of claims 1 - 
5, characterized in that the player output unit comprises a 
visual display unit. 

35 7. Computer game system according to claim 6, 

characterized in that the visual display unit consists of a 
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monitor. 

8. Computer game system according to claim 6, 
characterized in that the visual display unit comprises at 
least one display screen to be worn on the head of the 

5 human player. 

9. Computer game system according to any of claims 1 - 
8, characterized in that the player output unit comprises a 
sound reproduction unit. 

10. Computer game system according to claim 9, 

10 characterized in that the sound reproduction unit consists 
of a headphone. 

11. Computer game system according to claim 6, 8, 9 or 

10, characterized in that the player output unit forms part 
of a helmet. 

15 12. Computer game system according to any of claims 1 - 

11, characterized in that the player input unit comprises a 
camera for recording the face of the human player (s) 
belonging to the player input unit, and in that provision 
is also made for means for displaying the pictures taken by 

20 the camera by way of said visual display means. 

13. Computer game system according to claim 12, 
characterized in that the pictures taken by the camera are 
displayed outside the game area. 

14. Computer game system according to any of claims 1 - 
25 13, characterized in that the visual display means are 

linked to a video recording system of a television studio. 

15. Computer game system according to any of claims 1 - 
14, characterized in that provision is made for lighting 
means for illuminating one or more of the human players. 

30 16. Computer game system according to claim 15, 

characterized in that the system is adapted to illuminate 
the human player controlling the virtual game character who 
is in possession of the game object. 

17 . Computer game system according to any of claims 1 - 

35 16, characterized in that the game played with the computer 
game system is a team competition game, such as soccer, 
American football, hockey, cricket, baseball, basketball, 
volleyball, korfball, hurling, tennis doubles, badminton 
doubles, table tennis doubles etc. 



WO 98/21682 



2/3 



PCT/NL97/00599 




WO 98/21682 



3/3 



PCT/NL97/00599 




FIG. U 



INTERNATIONAL SEARCH REPORT 


•rnatlonal Application No 

PCT/NL 97/00599 


C.(Contlnuation) DOCUMENTS CONSIDERED TO BE RELEVANT 


Category 1 


Citation of document, with indication, where appropriate, of the relevant passages 


Relevant to claim No. 


A 


STOAKLEY R ET AL: "VIRTUAL REALITY ON A 
WIM: INTERACTIVE WORLDS IN MINIATURE" 
HUMAN FACTORS IN COMPUTING SYSTEMS CHI 

I IUI mil 1 r\w 1 Vl\ J 111 w \Jl II U 1 A. ll\J J 1 J 1 LI Iw ) VI 1 1 

'95 CONFERENCE PROCEEDINGS. DENVER, MAY 7 
- 11, 1995, 
7 May 1995, KATZ I R ET AL (ED ), 
nanps 265-272 XP000538455 
see page 265, left-hand column, line 1 - 
page 266, left-hand column, line 1 
see page 267, left-hand column, line 1 - 
right-hand column, line 1 




l 


A 


US 5 462 275 A (LOWE DANNY 0 ET AL) 31 
October 1995 

see abstract; claims 18,19 






A 


US 4 771 344 A (FALLACARO JAMES ET AL) 13 
September 1988 
see abstract 







INTERNATIONAL SEARCH REPORT 

Information on patent family members 


?rnatlonal Application No 

r'CT/NL 97/00599 


Patent document 
cited in search report 


Publication 
date 


Patent family 
member(s) 


Publication 
date 



EP 0691146 A 10-01-96 JP 8019662 A 23-01-96 

US 5662523 A 02-09-97 



US 5462275 A 31-10-95 US 5695401 A 09-12-97 



US 4771344 A 



13-09-88 



US RE33559 E 



26-03-91 



INTERNATIONAL SEARCH REPORT 



*rnattonal Application No 

PCT/NL 97/00599 



A. CLASSIFICATION OF SUBJECT MATTER 

IPC 6 G06F19/00 G06F161/00 



According to International Patent Classification (IPC) or to both national classilication and IPC 



B. FIELDS SEARCHED 



Minimum documentation searched (classification system followed by classification symbols) 

IPC 6 G06F 



Documentation searched other than minimum documentation to the extent lhat such documents are included in the fields searched 



Electronic data base consulted during the international search (name of data base and, where practical, search terms used) 



C. DOCUMENTS CONSIDERED TO BE RELEVANT 



Category J Citation of document, with indication, where appropriate, of the relevant passages 



Relevant to claim No. 



PAUSCH R ET AL: "DISNEY'S ALADDIN: FIRST 
STEPS TOWARS STORYLEIING IN VIRTUAL 
REALITY" 

COMPUTER GRAPHICS PROCEEDINGS 1996 
(SIGGRAPH), NEW ORLEANS, AUG. 4-9, 1996, 
4 August 1996, ASSOCIATION FOR COMPUTING 
MACHINERY, 

pages 193-203, XP000682736 

see page 194, left-hand column, line 38 - 

page 195, right-hand column, line 14 

see page 197, left-hand column, line 16 - 

line 24 



1-11 



EP 0 691 146 A (SEGA ENTERPRISES KK) 
January 1996 

see abstract; claims 1,2,6 

-/-- 



10 



1-11 



rn 



Further documents are listed In the continuation of box C. 



Patent family members are listed in annex. 



* Special categories of cited documents : 

"A" document defining the general state of the art which is not 
considered to be of particular relevance 

"E" earlier document but published on or after the International 
filing date 

*L" document which may throw doubts on priority claim(s) or 
which is cited to establish the publicationdate of another 
citation or other special reason (as specified) 

"O" document referring to an oral disclosure, use, exhibition or 
other means 

T" document published prior to the international filing date but 
later than the priority date claimed 



T later document published after the international filing date 
or priority date and not in conflict with the application but 
cited to understand the principle or theory underlying the 
invention 

"X" document of particular relevance; the claimed invention 
cannot be considered novel or cannot be considered to 
involve an inventive step when the document is taken alone 

"Y" document of particular relevance; the claimed invention 

cannot be considered to involve an inventive step when the 
document is combined with one or more other such docu- 
ments, such combination being obvious to a person skilled 
in the art. 

document member of the same patent family 



Date of the actual completion of theinternatlonal search 



21 January 1998 



Date of mailing of the international search report 



29/01/1998 



Name and mailing address of the ISA 

European Patent Office, P.B. 5616 Patentlaan 2 



Authorized officer 



toon / nn« 



FOR THE PURPOSES OF INFORMATION ONLY 
Codes used to identify States party to the PCT on the front pages of pamphlets publishing international applications under the PCT. 



AL 


Albania 


ES 


Spain 


LS 


Lesotho 


SI 


Slovenia 


AM 


Armenia 


FI 


Finland 


LT 


Lithuania 


SK 


Slovakia 


AT 


Austria 


FR 


France 


LU 


Luxembourg 


SN 


Senegal 


AU 


Australia 


CA 


Gabon 


LV 


Latvia 


sz 


Swaziland 


AZ 


Azerbaijan 


GB 


United Kingdom 


MC 


Monaco 


TD 


Chad 


BA 


Bosnia and Herzegovina 


GE 


Georgia 


MD 


Republic of Moldova 


TC 


Togo 


BB 


Barbados 


CH 


Ghana 


MG 


Madagascar 


TJ 


Tajikistan 


BE 


Belgium 


GN 


Guinea 


MK 


The former Yugoslav 


TM 


Turkmenistan 


BF 


Burkina Faso 


GR 


Greece 




Republic of Macedonia 


TR 


Turkey 


BG 


Bulgaria 


HU 


Hungary 


ML 


Mali 


TT 


Trinidad and Tobago 


BJ 


Benin 


IE 


Ireland 


MN 


Mongolia 


UA 


Ukraine 


BR 


Brazil 


IL 


Israel 


MR 


Mauritania 


UC 


Uganda 


BY 


Belarus 


IS 


Iceland 


MW 


Malawi 


US 


United States of America 


CA 


Canada 


IT 


Italy 


MX 


Mexico 


uz 


Uzbekistan 


CF 


Central African Republic 


JP 


Japan 


NE 


Niger 


VN 


Viet Nam 


CG 


Congo 


KE 


Kenya 


NL 


Netherlands 


YU 


Yugoslavia 


CH 


Switzerland 


KG 


Kyrgyzstan 


NO 


Norway 


ZW 


Zimbabwe 


CI 


Cdte d' [voire 


KP 


Democratic People's 


NZ 


New Zealand 






CM 


Cameroon 




Republic of Korea 


PL 


Poland 






CN 


China 


KR 


Republic of Korea 


PT 


Portugal 






CU 


Cuba 


KZ 


Kazakstoii 


RO 


Romania 






CZ 


Czech Republic 


LC 


Saint Lucia 


RU 


Russian Federation 






DE 


Germany 


LI 


Liechtenstein 


SD 


Sudan 






DK 


Denmark 


LK 


Sri Lanka 


SE 


Sweden 






EE 


Bstonia 


LR 


Liberia 


SG 


Singapore 







FOR THE PURPOSES OF INFORMATION ONLY 



Codes used to identify States party to the PCT on the front pages of pamphlets publishing international applications under the PCT. 



AL 


Albania 


ES 


Spain 


LS 


Lesotho 


SI 


Slovenia 


AM 


Armenia 


FI 


Finland 


LT 


Lithuania 


SK 


Slovakia 


AT 


Austria 


FR 


France 


LU 


Luxembourg 


SN 


Senegal 


AU 


Australia 


GA 


Gabon 


LV 


Latvia 


sz 


Swaziland 


AZ 


Azerbaijan 


GB 


United Kingdom 


MC 


Monaco 


TD 


Chad 


BA 


Bosnia and Herzegovina 


GE 


Georgia 


MD 


Republic of Moldova 


TG 


Togo 


BB 


Barbados 


GH 


Ghana 


MG 


Madagascar 


TJ 


Tajikistan 


BE 


Belgium 


GN 


Guinea 


MK 


The former Yugoslav 


TM 


Turkmenistan 


BF 


Burkina Faso 


GR 


Greece 




Republic of Macedonia 


TR 


Turkey 


BG 


Bulgaria 


HU 


Hungary 


ML 


Mali 


TT 


Trinidad and Tobago 


Bj 


Benin 


IE 


Ireland 


MN 


Mongolia 


UA 


Ukraine 


BR 


Brazil 


IL 


Israel 


MR 


Mauritania 


UG 


Uganda 


BY 


Belarus 


IS 


Iceland 


MW 


Malawi 


US 


United States of America 


CA 


Canada 


IT 


Italy 


MX 


Mexico 


uz 


Uzbekistan 


CF 


Central African Republic. 


JP 


Japan 


NE 


Niger 


VN 


Viet Nam 


CG 


Congo 


KE 


Kenya 


NL 


Netherlands 


YU 


Yugoslavia 


CH 


Switzerland 


KG 


Kyrgyzstan 


NO 


Norway 


ZW 


Zimbabwe 


CI 


Cdte d' I voire 


KP 


Democratic People's 


NZ 


New Zealand 






CM 


Cameroon 




Republic of Korea 


PL 


Poland 






CN 


China 


KR 


Republic of Korea 


PT 


Portugal 






cu 


Cuba 


KZ 


Kazakstan 


RO 


Romania 






cz 


Czech Republic 


LC 


Saint Lucia 


RU 


Russian Federation 






DE 


Germany 


U 


Liechtenstein 


SD 


Sudan 






DK 


Denmark 


LK 


Sri Lanka 


SE 


Sweden 






EE 


Estonia 


LR 


Liberia 


SG 


Singapore 







